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DOCENTI 


The Docenti are an insectoid species with the upper half of a 
human and the lower half of a centipede. Their human upper 
bodies exhibit a range of complexions and builds, typically 
well-muscled and robust, owing to their labor-intensive 
lifestyles. Their centipede lower halves are covered in a hard, 
chitinous exoskeleton, with numerous legs that grant them 
remarkable speed and agility. The Docenti possess a potent 
venomous bite, which they use both in hunting and combat. 
In the city of Cress, the Docenti are tightly knit, focused on 
mining in the vast underground caverns underneath city, 
created by the various purple worms that coexist with the 
various insectoid races that inhabit Cress. In stark contrast, 
the Docenti who dwell in the desert wilds lead a more 
nomadic and solitary existence. These villages are scattered 
across the dunes, consisting of tent structures and temporary 
shelters that can be easily moved. These docenti keep to 
themselves, although they sometimes act as guides for folks 
that get lost in desert. 

Ability Scores. Choose one of: (a) Choose any +2; choose 
any other +1 (b) Choose three different +1 

Age Docenti mature at the same rate as humans and live up 
to 150 years. 

Creature Type. You are a Monstrosity 

Languages: You can speak, read, and write Common and one 
other language that you and your DM agree is appropriate for 
your character. 


DOCENTI RACIAL TRAITS 

Your Docenti character has the following traits. 

Size: You are Medium. 

Speed: Your walking speed is 35 feet, and you have a 
climbing speed equal to your walking speed. 

Large build: You count as one size larger when determining 
your carrying capacity and the weight you can push or drag. 
Tremorsense: You can detect and pinpoint the origin of 
vibrations within 60 feet, provided that you and the source of 
the vibrations are in contact with the same ground or 
substance. 

Poison Resistance: You have advantage on saving throws 
against being poisoned, and you have resistance to poison 
damage. 

Bite: You have a fangs that you can use to make unarmed 
strikes. When you hit with it, the strike deals 1d6 + your 
Strength modifier piercing damage, instead of the 
bludgeoning damage normal for an unarmed strike. 
Venomous Fangs: As a bonus action on your turn, you can 
make a Special attack with your bite. If you hit with it, you 
deal the bites normal damage and the target must succeed on 
a Constitution saving throw (DC 8 + your proficiency bonus + 
your Constitution modifier) or take 2d6 poison damage. You 
can use this feature a number of times equal to your 
proficiency bonus. You regain expended uses whenever you 
finish a long rest. 


